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• Purpose 

- Insight into micro -transactions in online games 

- Exploration of techniques in incorporating micro -transactions 
into the economic design of online games 

• Detailed description 

- Concept of two main payment models in online games 

- Surveys of micro-transaction based online games in Korea 

- Review of the design of several profitable micro -transaction 
games 

- G a me d esig n issues to effic ie ntly a c c o mmo d a te mic ro- 
tra nsactions in online games 


Irrtioduction 
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Subscription Model 

• Description 


- Prepaid method fora limited term of service in exchange fora 



"Eve Online" (Worldwide) 

14.95 USD 

(Note : 940 KRW = 1 USD, 1 Billion KRW = 1.06 Million USD) 5 


Mic lo-tiansaction 

• Description 

- Paying per items or game assets 

- Commonly used by casual-style online games 

• Examples “KartRider'', "Maple Story", "Special Force" 

- MMORPGs, recently. 


GameDevelopers 

Conference 






"KaitRider 
Free to play 


"Maple Story" 
Free to play 


'Special Force" 
Free to play 
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• Drawbacks 

- Introducing of free to play casual-style online gameshas 
accelerated fee discounts. 





"KaitRider 
Free to play 


"Maple Story" "CrazyArcade BnB" 

Free to play Free to play 


- Intro d uc ing free M M O RG s a c c e le ra tes the ra te of fee d isc o unts 
in subscription based games 



"World ofWarcraft" "ROHAN" "RAPPEL5" "Mabinogi online" 

24J50KRW 19.800KRW 19.800KRW Free of Charge Free to play for 

2hoursa day 

(Note : 940 KRW = 1 USD, 1 Billion KRW = 1.06 IMillion USD) 7 
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• Powerof miciD-transaction in Korean online games 

- *ln the article of "The New Avatarln Town" on Mar. 2007: 


• "... The companies behind them have a novel way of making money, 
selling digital goodssuch asavatarsand theiroutfits. The games 
themselvesare free... In 2005, Nexon had worldwide revenues of $230 
million, 85% of it from virtual items" 


BusinessWeek 
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•In the article of the Business Wook, "The new Avatar in Town" : 

http ://www.businessweek.com/magazine/content/07_13/b4027047.htm?chan=seanch 
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MiCIO-tiBnsaCtion : Our investigation 

• Our Investigation 



Micro-transaction 

Subscription based 

Hybrid (Both) 

2002 

1 

10 

0 

2004 

6 

24 

2 

2006 

33 

18 

3 

2008 

56 

11 

3 



2002 2004 2006 2008 
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MiCIO-tiBnsaCtion : Recent Payment method 

- Recent market share of online games in Korea 


Rank 

Title 

Genre 

Payment Method 

Share 

1 

Sudden Attack 

FPS 

Micro -transaction based 

15.74% 

2 

Stare raft: Brood war 

Strategy 

Package Saies 

11.19% 

3 

Lineage 

MMO RPG 

Subscription based 

9.12% 

4 

World of Ware raft 

MMO RPG 

Subscription based 

6.46% 

5 

Speciai Force 

FPS 

Micro -transaction based 

6.25% 

6 

Dungeon and Fighter 

MMO RPG 

Micro -transaction based 

5.63% 

7 

Lineage 2 

MMO RPG 

Subscription based 

5.29% 

8 

Ware raft 3 

Strategy 

Package Saies 

5.15% 

9 

HeiiGate London 

MMO RPG 

Open Testing 

4.29% 

10 

Mapie Story 

MMO RPG 

Micro -transaction based 

2.76% 

11 

Audition 

Rhythm Action 

Micro -transaction based 

2.28% 

12 

MU Oniine 

MMO RPG 

Subscription based 

2.11% 

13 

KartRider 

Racing 

Micro -transaction based 

1.80% 

14 

Hangame Matgo 

Gambie 

Micro -transaction based 

1.43% 

15 

DEKARON 

MMO RPG 

Micro -transaction based 

1.07% 


Feb. 1, 2008, http://www.gamechart.co.kr 
(infoimation from 200,000 PCs in 5,000 internet cafes) 
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MiC IO-tl3nsaCtion : Success Factois 

• Low barrier to entry* 

• Choice / low switching cost* 

• Customization* 

• Variousonline gamesof variousgenre 

• Expanding game market 


•In the article of the GAMSLTTRA on Feb. 2007, "Q&A : Nexon America TalksMap/e Story" : 
http://www.gamasutra.com/php-b in/news_index.php?story=12928 
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MiC IO-tl3nsaction : Success Factois 
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Conference 



• Low barrier to entry 

- Allowing gamers to enjoy rich online experiences without the 
financial and psychological burden of upfront fees 

• Choice / low switching cost* 

- Players do not have to choose between one subscription game 
over another. 


•In the article of the GAMSLfTRA, "Q&A : Nexon America TalksMap/e Story" : 
http :// w w w .g a ma sutra .c 0 m/ p h p -b in/ ne wsjnd e X. p h p ? sto ry=12928 


12 


6 


GameDevelopers’ 

Conference pp^ 

0 

MiC IO-tl3nsaCtion : Success Factois 

• Customization* 

- Item selling gamesgive a playeran opportunity to be different 
and create avatarsthat better reflect themselves online. 


AS2 



"Maple Story" 
Nexon Inc. 


In the article of the GAMSLTFRA, "Q&A : Nexon America TalksMap/e StotY’ : 
http://www.gamasutra.com/php-b in/news_index.php?story=12928 


MiC IO-tl3nsaction : Success Factois 
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• Various online games of various genre 

- Expa nd ing genre from tra d itiona I M M O RPG into c a sua l-style 
online games 

- New motivation to developers who are sick and tired of 



Action, Sports, Shooting, Racing, etc. 
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MiC IO-tl3nsaCtion : Success Factois 
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• The weapon to fight a gainst major game companies 

- C a sua l-style g a me + f re e to p la y a nd p a y fo r in-g a me ite ms. 

- Startup Companies 



"Maple Story" 
Wizet Corp. 



"Audition" 

13 Entertainment 


"Grand Chase" 
KOG Studios 


"GetAmped" 

WindySoft 


- Semi-established companies 




"Free Style" 

JC Entertainment 



"MaguMagu" "Dungeon and Fighter" "Sudden Attack" 
AniPark Neople GameHigh 
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• The first micro-transaction based online game in Korea 

- Developer: Nexon (M PLAY) 

- The first graphical quiz solving online game 

- G a me la unc hJng o n O c 1. 1999 

- Apr. 2001 : selling in-game items 

- Avatar sales revenue (accumulation) 

• 10 billion KRW (~Oct. 2002), 40 billion KRW (~J an. 2007) 

- # 0 fCCUs 

• 350,000 CCUsin Korea (Feb. 2002), 700,000 CCUsin China (Sep. 2004) 

• 80.000+CCUs, now 

• 38 million active game accounts in Korea (Oct. 2007) 



8 
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GaiTIG SuiVGy : Casual-style action 



Maple SiDiy 

GetAmped 


Grand Chase 

Dungeon and 
Fighter 

Record of Uinia 
Wbr 








w a 




Developer 

Nexon Inc. 

Windy Soft 

KOG Studios 

NeoPle 

Alim 

FYiblisher 

Nexon Inc. 

Windy Soft 

Nexon Inc. 

NHNCorp. 

Nexon Inc. 

Release date 

Apr. 2003 

May. 2003 

j ul. 2003 

Aug 2005 

J un. 2006 

(Maximum) # 
of ecus 

240,000(on Dec. 
2007) 

50,000{on Mar. 
2006) 

25.000-K2005) 

150,000(2007) 

30,000(2006) 

Payment 

Model 

Micro- 

transaction 

Micro- 

transaction 

Micro- 

transaction 

Micro- 

transaction 

Micro- 

transaction 

Item Rices 

50KRW ~ 
13.000KRW 

600KRW- 

3,800KRW 

500KRW ~ 
14,000KRW 

200KRW ~ 
19,900KRW 

lOOKRW ~ 
12,900KRW 

Sales 

17 million USD 
(on Feb. 2006) 

20 billion KRW 
(2006) 

Monthly 500 ~ 
600 million 
KWR(2006) 

Monthly 
average 200 
million KWR 

(unknown) 



1 

1 1 



Visual 


^ I rjSfiv 


- i i ' r • 

>■ . - «■?>. - . Y* 

ft 


1 ““I 





(Note : 940 KRW = 1 USD, 1 Billion KRW = 1.06 Million USD) 17 
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• Game data 

- The first side-sc no lling 2D online game(MMORPG) 

- First released in April, 2003 in Korea 

- Highly popular among teenagers in Korea (68%underage 15) 

- Over 60 million subscribers worldwide, reached 240,000 CCUsin Korea 
(Jan. 2008) 

- Global presence in 60 countries: Korea,] a pan, China, Taiwan, 
Sngapore, Malaysia, USA, Thailand, Europe 

- Feb. 2006 : Recording 16 billion KRW (approx. 17million USD) in monthly 
worldwide revenue 



9 



Game Survey : "Giand chase" 
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• Game data 

- The first original PvP based online fighting 
game in Korea. 

- Launching date : J ul. 2003 

- Global presence in 5 countries 

• The Company, "KOG Studios" 

- Date of Establishment : May.l3, 2000 

- Full-time staff : 80 persons 

- 2007 To ta I sa les : 8 b illio n KRW (exp ec ted 
revenues) 



(Note : 940 KRW = 1 USD, 1 Billion KRW = 1.06 Million USD) 
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Game Survey : sports 



Magumagu 

HFA Online 

Freestyle 

F^ngYa 

3D0ASJAL 

ONI.INF OOI.P OAMC 

Developer 

AniPark 

EA 

JC Entertainment 

NTREEV Soft 

FYiblisher 

CJ Internet 

NeoWiz Games 

J C Entertainment 

Ha nb it Soft 

Release date 

Mar. 2006(0 SD 

May. 2006(0 BT) 

Nov. 2004(0 BT) 

Apr. 2004 

(Maximum) # 
ofCCUs 

10,000(on Apr. 
2007) 

80,000(on Mar. 
2006) 

25.000-K2005) 

150,000(2007) 

Rayment 

model 

Micro- 

transaction 

Micro- 

transaction 

Micro -transaction 

Micro- 

transaction 

Item prices 

400KRW~ 

29.000KRW 

500KRW ~ 
24.900KRW 

500KRW ~ 
3J00KRW 

200KRW ~ 
8,400KRW 

Sales 

1 billion KRW 
(on Apr. 2007) 

3 billion KRW 
(on Oct. 2006) 

28 billion KRW 
(2006, Worldwide) 

30 billion KRW 
(for 30 months) 






Visual 



IW ^ 



-m 


(Note : 940 KRW = 1 USD, 1 Billion KRW = 1.06 Million USD) 20 
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Game Suivey : vehicle- racing 
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Developer 


FYiblisher 


Release date 


(Maximum) # 
of ecus 


Payment 

model 


Item prices 


Sales 


Visual 


KartRider 




Nexon Inc. 


Nexon Inc. 


J un. 2004(0 BTD 


220,000(on Apr. 2005) 


Micro-transaction 


500KRW -9,900KRW 


100 billion KRW 
until May 2006 



Skid Rush 




NHNCorp. 


NHN Corp. 


Jan. 2007(061) 


(unknown) 


Micro -transaction 


700KRW ~14,000KRW 


(unknown) 



RayCity 


7 ^ 


J2M Soft 


NeoWiz Games 


Nov. 2006(061) 


(unknown) 


Micro-transaction 


300KRW ~14,800KRW 


(unknown) 



(Note : 940 KRW = 1 USD, 1 Billion KRW = 1.06 Million USD) 
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Game Suivey : "KartRider 

• Launching data 

- M a r. 2004 : G a me Re le a se 

- J un. 1, 2004 : Open testing 

- Aug. 18, 2004 : Ite m-se lling syste m la u nc he d 

• Development data 

- Development periods : 19 months (Nov. 2002 ~J un. 2004) 

- Development cost : 4 billion KRW 

• Game date 

- The most-played online game in Korea : 16 million subscribers 
(1/3 of population) 


- 130 million subscribers, reac hed 800,000 CC Us in C hina (Sep. 



(Note : 940 KRW = 1 USD, 1 Billion KRW = 1.06 Million USD) 22 
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GaiTIG SuiVGy : Shooting 



Sudden Attack 

Special Force 


GUNZOnline 



— SPEanfwtcf 


® Ik 1 

Developer 

Game High 

DragonFly 

Red Duck 

CJ Internet 

FYiblisher 

CJ Internet 

NeoWiz Games 

NeoWiz Games 

NHN Corp. 

Release date 

Aug. 2005(0 

J un. 2004(0 RT) 

J ul. 2007(0 BT) 

May 2005(0 Bl) 

(Maximum) # 
of ecus 

210,000(on Feb. 
2007) 

130,000 

(unknown) 

50,000(on Mar. 
2005) 

Payment 

Model 

Micro- 

transaction 

Micro- 

transaction 

Micro- 

transaction 

Micro- 

transaction 

Item Rices 

1,000KRW ~ 
17.500KRW 

SOOKRW- 

16,500KRW 

900KRW ~ 
14.500KRW 

400KRW~ 

7,200KRW 

Sales 

4 billion KRW 
(on Feb. 2007) 

10 billion KRW 
(to J ul. 2004) 

(unknown) 

(unknown) 

Visual 


m. 






1 1 


(Note : 940 KRW = 1 USD, 1 Billion KRW = 1.06 Million USD) 23 
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GaiTIG SuiVGy : Rhythm-action 



Audition 

R2Beat 

O^am 

AsboRanger 


EZ20N 


Developer 

13 Ent. 

Seed9 Ent. 

02Media 

Biscuit Soft 

RETRO Games 

Riblisher 

yedang online 

NeoWiz Games 

02Media 

Samsung Bee. 

RETRO Games 

Release date 

Oct. 2004(0 Bl) 

Sep. 2005(0 BfT) 

Nov. 2002(0 Bl) 

Sep. 2007(0 BT) 

Nov. 2007(0 Bl) 

(Maximum) # 
ofCCUs 

30.000-1 

(unknown) 

28,000(on Dec. 
2003) 

(unknown) 

5,000(on Dec. 
2007) 

Payment 
Model 1 

Micro- 

transaction 

Micro- 

transaction 

Micro- 

transaction 

(not fixed) 

(not fixed) 

Item Rices 

300KRW~ 

9.900KRW 

600KRW~ 

6,400KRW 

300KRW ~ 
3.300KRW 

(not fixed) 

(not fixed) 

Sales 

3 billion KRW 
(on Aug. 2006) 

(unknown) 

250 million KRW 
(on Jan. 2004) 

(Free open, 
now) 

(Free open, 
now) 

Visual 









H 



(Note : 940 KRW % 1 USD, 1 Billion KRW ^ L06 Million USD) 24 
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Game Suivey : Micio-tiansaction in MMORPG 

• Changing payment policy into micro-transaction 

- Aug, 1, 2005, free p la y of 5 M M 0 RPG s 

• 'The Kingdom of the Wind', "Legend of darkness", "Elancia", 
"Asgard", and " TalesWeaver" 

- C ha ng ing into mic ro-tra nsa c tio n (free to p la y a nd pa y fo r in- 
game items) from subscription fee based model 



"Asgard" "Tales We aver" 

Open on Nov. 2001 Open on Nov. 2002 


25 
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Game Suivey : Mlcio-tiansaction in MMORPG 

• The Results 

- Aug. 4, 2005 

• M a ximum # of C C Us is 180,000+ 

• "The Kingdom of the Winds" 

- Maximum # of ecus is 90,000+ 

• " A sg a rd " a nd "Ta le s We a ve r^' 

- The #of CCUsaie growing 100%-200%from a month ago 

- Aug. 7,2005 

• "Tales We aver'' 

- 40,000+CCU^ growing 100%from a month ago 

- Aug. 16,2005 

• "Asgard" 

- 27,000+CCU^ growing 120%from a month ago 

- Aug. 19,2005 

• "The Kingdom of the Winds" 

- Rec ord ing 110,000 M a ximum # of C C Us . 

- Later; 

• "The Kingdom of the Winds" 

- Rec orti ing 130,000 M a ximum # of C C Us . 


13 
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Game Suivey : Micio-tiansaction in MMORPG 

• MMORPGsin Othercompanies 



"Priston Tale" 
yedang online 
Free play on Nov. 8, 2005 
(Before, 25,000 KRW per a 
nnonth) 




"RF Online” 
CCRInc. 

Free play on Sep. 27, 2006 
(Before, 16,500 KRW per a 
nnonth) 


"Legend of Mir 2, 3" 
WeMade EntertainnnentCo. 
Free play on J un. 19, 2007 
(Before, 27,500 KRW per a 
month) 



"Granado Espada" 

Imc GAMES 

Free play on Nov. 19, 2006 
(Before, 19,800 KRW per a 
month) 


(Note : 940 KRW = 1 USD, 1 Billion KRW = 1.06 Million USD) 


27 
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Game Suivey : Mlcio-tiansaction in MMORPG 

• Launching MMORPG with free of change 



"SUN Online" 

WEBZEN Inc. 

Open testing from Nov. 14, 2006 
Sales in-game itemsfrom Nov. 19, 
2006 


"ZERA" "Atlantic a" 

Nexoninc. NDOORSCorp. 

Opening testing from Feb. 15, 2006 Free play from Jan. 9, 2008 
Sales in-game itemsfrom Aug. 25, Sales in-game itemsfrom Jan. 28, 
2006 2008 


28 
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Game Suivey : Micio-tiansaction in MMORPG 

• Monthly subscription fees in Korea 


Game TitJe(Developer) 

Subscription Fee (Monthly Fee) 

Lineage(NCSoft) 

29,700 KRW 

Lineage 2(NCSoft) 

29,700 KRW 

Mu Online (WEBZEN) 

27,500 KRW 

RagnarokOnline(G RAVITY) 

22.000 KRW 

Wbrid ofWaicraft(Blizzard Entertainment) 

19,800 KRW 

Uncharted Water50nline(K0EI) 

19,800 KRW 

Mabinogi Online(Nexon) 

18,480 KRW 

Guild WartNCSoft) 

9,900 KRW 


• "Worid of Ware raft" subscription fee change 


WOW 

1 month fee 

3 months fee 

Jan- 2005 

24,750 KRW 

64,900 KRW 

Apr- 2006 

24,750 KRW 

59,400 KRW 

Apr- 2006 

19,800 KRW 

47,520 KRW 


(Note : 940 KRW = 1 USD, 1 Billion KRW = 1.06 Million USD) 29 
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Game Suivey : Mlcio-tiansaction in MMORPG 


• MMORPG on 2008(domestic) 



"Warljond'' "SPl" "AlON" "ChangChun Online" 

NEOWIZGames SilverPortion Inc NCSoftCorp. We M a d e Entertain nnent 

Open testing Closed tested Open testing 


♦ MMORPG on 2008(fo reign) 



"Ihe Lord of the Rings 
Online" 
Turbine Inc. 


"WarHammer Online" "Dynasty Warriors Online" "Dragon Ball Online” 

Mythic Entertainment KOEICO. BANDAI 


30 
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GaiTIG D6Si9n: Analysis of Micio-tiansaction 


• How to buy items in a ga me? 

- Shop on Website: Playerscan buy itemswith cash. 

- Shop in Ganne: Playerscan buy itemswith cash and in-game 
money. 




(Shop on the website of “Grand Chase") 


(Shop in the game of “Grand Chase") 


31 
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GaiTIG Desi9n: Analysis of Micio-tiansaction 

• Premium elements in micro -transaction games 

- Items 

• Users pure base items a nd use it in the ga me 

• types Accessories, special items characters weapons, pets, etc 

• Duration: Consumable, fixed-term, or permanent 

- The durrability of an item is determined by the item's function. 

- exa mple : Ite ms in " M a p le Sto ry " 




32 
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GaiTIG D6Si9n: Analysis of Micio-tiansactions 

• Premium elements in micro-ttensaction games 

- Services 

• Various premium servicescan be offered . 

• Don't have direct effects on the balance of games 

• types game modes, tools, mini games quests etc 

• Duration: Fixed -term 

• Example: Special quests in "Grand Chase" 



33 
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GaiTIG DGSi9n: Analysis of Micio-tiansaction 


• Pre-pa id game points 

- Game players pure base game pointsthinDugh various vendors 
and consume the points by purchasing game elements online. 

- Features: 

• Pre-paid game point system a Hows game playersto buy game 
elementsof provider's entire online games by purchasing and 
spending thisubiquitouscumency. 

• Game points purchased online allow playersto use diverse payment 
methods 



(Va rious payment methods in "G etAmped") 


34 
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GaiTIG D6Si9n: case studies <Casual Games> 

• "KartRider 

- Efte lent Mkio-tiansaction policy 
• Nexon Cash 

- Definition 

All the itemssold in KaitRidercan be purchased by using. 

Nexon Cash which ispre-paid. 

Userscan purchase Nexon Cash through various vendors 

- Advantages 

KartRider is targe ted at younger players Payment by credit 
card hasage restrictions 

Userscan purchase Nexon Cash through various vendors. 


GameDevelopers 

Conference 


Game Design: case studies <Casual Games> 


"KartRider 

- Effic ient Micro- transaction policy CO nt 



[Mi 

(Various Nexon Cash Cards) 


36 
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0 

GaiTIG D6Si9n: case studies <Casual Games> 

• "KartRider 

- Efte lent Mkio-tiarisaction policy CO nt 
• lijcci 

- Definition 

the game money earned in the game itself. 

- Separation of Nexon Cash items and liicc i items 

The items that could be purchased with the Nexon Cash and 
Luce i are completely separate. 


GameDevelopers 

Conference 

0 

GanriG DGSi9n: case studies <Casual Games> 

• "KartRider 

- Effic lent Micro- transaction policy CO nt 




N 


w mma 8WS5 ^ tj«r 

% # >r 

Nexon Cash 

1 Lucci Nexon Cash 

Nexon Cash [| Nexon Cash 

% 



Lucci II 

Nexon Cash 1 1 Nexon Cash 

Lucci 1 Lucci 


-rlH 2D 

-Lh IIS ClI 

J 


(Item shop of “KartRider") 
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GaiTIG D6Si9n: case studies <Casual Games> 

• "KartRider 

- EfRc lent Mic ro- transaction policy CO nt 
• Coexistence of Nexon Cash and Lucci 

- Games before 'KartRider'' 

allowed players to purchase items with both types of moneys 
Side effect Gap between the rich and poor 

- Solution of KartRider 


lucci Hems 


Syneig^ 


Nexon Cash Hems 


Main factor of the success of KartRider 
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Game Desi9n: case studies <Casual Games> 

• "KartRider 

- Balancin9 Nexon Cash and Uicci 

• Features of Nexon Cash Items 

- Omamentsforavatars 

- Pro vid e a g a me a d va nta g e to the p la ye r. 

- Generally available fora limited period 

• Features of Uicci Hems 

- Stylize the appearance of a kart 

- Special effectsand enhancements 

- Objectivesthat players pursue 


20 
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GaiTIG D6Si9n: case studies <Casual Games> 


• "KartRider 

- Balancing Nexon Cash and lucci CO nt 

• Interaction between Cash items and Luce i items 

- Players pure base cash itemsto enhance their game abilities^ in 
orderto obtain Lucci and more easily raise their level. 

- Playersbuy more cash itemsbecause of the e)dstence of Lucci 
items 


Lucci Iterr^ 
Objective | 

Game Play 


I I Enhancement 
Item^ 


41 
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Game Design: case studies <Casual Games> 


• "KartRider 

- Exa mples of Hems 


Examples of Cash Hems 



(Plazma PT) 

It has better capability 
than Lucci vehicles 
that lower level players 
can purchase, hence 
increasing the winning 
oddsin the game. 

It has an expiration 
date. 


(Red Missile Balloon) 

It isa decoration that 
can be mounted on the 
vehicle. Once this item 
is mounted it will 
automatically obtain 
Lucci when attacked 
by missiles. 

It is consumable. 


Examples of Luce i Hems 



(Lunar Rabbit) 

It isan attractive vehicle 
which enhancesthe 
gaming capability of 
playersand hasa special 
function which deletes 
ite ms tha t d ete r p la ye rs 
during game. 

It has a high price. 
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GaiTIG D6Si9n: case studies <Casual Games> 

• “Grand Chase" 

- Various curtencies 

• Netmarble Cash 

- All the itemssold in Grand Chase can be purchased by using 
Netmarble Cash which is pre-pa id. 

- Userscan purchase Netmarble Cash through various vendors 

• GP 

- In-game currency 

• Point 

- Playerscan receive Pointsin proportion to the hoursof 
continuousgame play. 

- Pointcan be a motivation of continuousgame play for players 
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Game Design: case studies <mmo rpgs> 


• "Maple story" 

- Optimal Hem design for micro- transactions 

• Nexon Cash Hems 

- don't have direct effect on game play. 

- decorate player's avatar. 

- have various functions 

• Messo Items 

- influe nc e the b a la nc e of g a me p la y. 

- make player stronger. 

- hard to get. 


44 


22 


GameDevelopers’ 

Conference pp^ 

[oj 


Game Design: case studies <mmo rpgs> 

• "Maple story" 

- Innovative Hem design 
• Accessories 


unffr 



Pets and related Hems 



Permissions 
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Game Design: case studies <h>S5> 
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• "Special Force" 

- Effic ient Micro- tiansaction policy 

• ReangCash 

- Pre-paid game money used in “Special Force>" 

- Pla ye rs c a n b uy ite ms fo r ma ny d iffe re nt g a me s using Pma ng 
Cash on the game portal site Pmang.com. 

• SP 

- In-game money earned during play 
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Game Design: case studies <h>S5> 
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• "Special Force" 

- Efficient Mic ro- transaction policy 
• Coexistence of Rnang Cash and SP 

- Relationship between Rriang Cash and SP 

The relationship between Pmang Cash and SP is similar to that 
of Nexon Cash and Lucci. 

- Diflerences between Micro-transaction models of 'KartRider'' 
and '‘Special Force" 

Pmang Cash items emphasize the capability to obtain SP. 

An FPSgame and a casual game have a different psychology. 
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Game Design: case studies <fPSs> 

• "Special Force" 

- Effic lent Micro- transaction policy CO nt 
• Coexistence of noang Cash and SP 
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(Item shop on the web site) 
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Game Design: case studies <h>S5> 

• "Special Force" 

- Exa mples of Hems 


Examples of Rnang Cash Items 






(Double Up) 


(Cross Hair) 



Once this item is 
purchased, SP earned 
will be doubled 
during game. Thus 
allowing players to 
earn SP more easily 
and buy better 
weapons 

Ithas an expiration 
date. 


It a Hows players to 
modify the form 
and colorof aiming 
points. 

It has an expiration 
date. 


It Isa main 
weapon during 
the game. 

It has a high price. 


49 


Game Design: Case Studies •d=PS> 


GameDevelopers’ 

Conference 



• "Take Down - ftie First Mission" 

- Completely separated Hem categories 

• Players can purchase weapons wHh in-game money. 

• Players can purchase special Hems wHh cash. 



(Web page of the game) 


(Screen of the game) 
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Game Design: case studies <h>S5> 

• "Take Down - The First Mission" 

- Exa mptes of items 


Special Hems 


n 


Special item to remove the player's record of mnaways If a 
player hasthe high rate of mnaways, there will be no room to 
welcome him or her. So, this item can serve asa kind of pas^ort 
to game rooms 


Q 


Special item to shorten the time of respawning. With this item, 
players have the opportunity to gain mote e>perience points 
and in-game money, because this item increasesthe in-play 
time. 




Special item to disguise the player's ranking. In General, MOFPS 
playerstend to isolate low ranked players Like the item that 
removesthe player's record of runaway, this item can be a 
passport to game rooms 


la 


Special item to increase the e>qDerience point the player get 
when he orshe winsa game. 
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Game Design: Effective game design 

• Relationship between cash itemsand in-game money items 

- Separate the two categories of items. 

- Cash Itemsand in-game money items ate designed to facilitate sales of 
Cash item. 

** Design priority: Sell Re-paid Items 
• Rayeis buy FYe-paid Items to enhance theirabilities^ making it easier Ibr them 
to earn Game Money and improve their levels. Iheir ultimate objective is to 
obtain Game Money Items. (In KartRider) 
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GaiTIG DGSi9n: Effective game design 

• Introduction to varioussystemsforselling items 

- Limited duration 

• 1 day, 3 day, a week, a month, ora yeardepending on the price 
paid. 

- Limited number of uses 

• Sngle, 10 times, 30 times, or 100 times depending on the price paid. 

- Bundle of Hems 



(Fantasy life club) 


(Extra storage service) 


(Support service) 
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• Sell itemsspecialized In the game play of a game 


- designers should consider 

• Genre 

• Target audience 

• Customizability 






(Items in “Pangya") 





tfpu 
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(License plate in "KartRider"') 



(Various items in “Maple story") 
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GaiTIG DGSi9n: Effective game design 

• Sell special cash itemsduring corresponding events 





(FIFA Worid Cup items in “KartRideD 



(Christmas items in “Maple Story") 
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GaiTIG DGSi9n: Effective game design 

• Sell teal money itemsthat enhance the community 

- Hem for c ommunHy c ompetitfons 

- Bnblems of a 9toup 

- Equipment for a 9roup 







0 


(Community items in “Sudden Attack”) 
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GaiTIG DGSi9n: Effective game design 

• Game design specialized in Internet Cafes 

- Additional in-game money and Experience Paints 

- Exclusive itemsfbran intemetcale 

- Spec iai game modes playable only at intemetcafes 

wSiCd 

(Special character and kart in “KartRider”) 


(Additional experience points in "FIFA Online”) 
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C one lusions: Mic lo-tiansactions in USA 

• KartRider& Maple Story & Audition 
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Conclusions: Outlook on Revenue Models 

• The expansion of micro-transactions in online gamesis 
expected to change aspectsof gamesdevelopment, 
such asgame design, sales, distribution etc. 

• Xbox360, PlayStation 3, and Wiiare all expected to use 
micro-transactions in distributing a variety of content and 
software online. 

- Marketplace "Xbox 360 -Xbox UVE" 

- E- Distribution Initiative “PlayStation 3“ 



(Map Pack of “Call of Duty 3") (Speed Pack of “PGR 3") 
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